Course Number: COMP 565
Course Title: Advanced Computer Graphics
Course Objectives:


A successful student will:

1. Know and be able to describe the general architecture of 3D computer graphics simulations. ( SLO A
2. Know and be able to describe and compare the architecture of two commonly used 3D graphics API (VRML 2.0 and managed DirectX 9). ( SLO A, SLO J
3. Know and be able to design and implement model and viewing transformations, the graphics pipeline, scene graphs, and render/simulation loop with a 3D graphics API.  ( SLO A, SLO I
4. Know and be able to design and implement models of surfaces, lights, sounds, with textures and texture transformations with a 3D graphics API. ( SLO A, SLO I
5. Know and be able to design and implement 3D programs that incorporate object selection and manipulation and avatar modeling (simple 3D meshes), navigation and viewing with a 3D graphics API. ( SLO A,  SLO I,  SLO J
6. Know and be able to design and implement 3D simulations of motion, force, and collisions with a 3D graphics API. ( SLO A,  SLO J
7. Know and be able to describe the architecture of 3D software that uses stereo viewing, multi-user (networked) interaction, and haptic (e.g., data glove) interfaces. ( SLO A
8. Know and be able to describe some of the following advanced rendering and modeling techniques:  alpha blending; vertex and pixel shading languages; ray tracing; procedural modeling; and graphics data structures.( SLO J
9. Be able to discuss the application of computer graphics concepts in the development of computer games, information visualization, special effects for cinema, and business applications.  ( SLO G, SLO H
10. Be able to discuss future trends in computer graphics and quickly learn future computer graphics concepts and APIs. ( SLO E, SLO G, SLO H, SLO J
